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E news:> pl4 

Finally Final Fantasy VIII. E3 jnllies. Dual Shack Stealth Launch, 
and ASCII dumps rail your uwn games. 


jclusive:> p24 

Never before seen shuts nf Medievil. Heart uf Darkness, Turbo 
Prep Racing and Ninjal What mere can a gamer ask for?! 


:/cerpt:> p34 

A casual chat with Cns Lazuuras. producer nF Team Lnsi RC 
Racer, the Fab new racer (rum Fax. Nice. 


Expecting:) p4D 

Dur very special "Shew After the Shew" — where we show 
you what was at the E3 Atlanta Extravaganza! 


Dkay. sn there's a little para, but 


The total Dran Turismo blowout. We went nuts. (Actually. SHE 
went nuts.) 

port:) p78 


— Welcome to issue number 32 of PSExtreme. It's bard to believe we've already been publishing 
the magazine for almost three years. We were right there with the PlayStation's launch back 
in September of '95 and haven't looked back since. Along the way, we’ve had the pleasure nf 
playing some pretty incredible and innovative PlayStation games and the torment of dredging 
through plenty of stinkers, too. While the software has evolved through a number of generations, 
so have we. With this issue, loyal readers might notice a few new names appearing in the 
masthead below, as well as one departure. First off, wed like tD wish a fond farewell to our 
long-time friend and self-proclaimed "freelance weasel”. Zach Mestnn, who, bored with the 
challenge of reviewing most of the duds, missing almost every deadline and irritating many a 
video game editor, has chosen to cross-over and go to work for a video game publisher. He 
can now be found at Working Designs, far away from the taunts of the Winding boys, where 
he will be installing his own brand of humor into many nf their RPEs. Good luck buddy. As far, 
as the newbies are concerned, we'd like to welcome them to the staff and give you a little 
background on each of them: Ben Cureton — affectionately called "Rain Ben" around the office, 
is considered a bit Df a curiosity and would be right at home at the local carnival's freak 
show. While rubbing most people the wrong way, Ben does have a passion for video games, can 
get deep down into a game's nuances like no other and is a master Tekken player (he co¬ 
wrote our Official Tekken 2 guide). Ben reviewed Azure Dreams and Bio FREAKS for this issue. 
Scott Freeborn — Scott is currently a senior at Sacramento State, majoring in video game 
playing and sleeping in. He's an ex-football and basketball player, and can bench press the entire 
Dimension Publishing staff. But, more importantly, he's got no hair and sports a nice hoop earring 
(although not as many as Chris). Thus, he’s been given the obvious nickname nf Mr. Clean. Scott's 
been playing video games since he was old enough to hit someone, and he prefers games of 
the sporting variety. He is, however, an excellent all around gamer, so you can expect to get 
his insightful opinions on a wide variety of games. Scott reviewed Fifa World Cup and VR Golf 

0 this issue. Lastly, being the politically correct and gender-sensitive group that we are (ha!), we've 
brought on our first female writer. Miaka Wei — Miaka is every young adult male's dream . 
girl. She's a hard-core gamer all the way and doesn't mind if you want to spend the night playing 
Quake II. as long as shes the one doing the fragging. She's good at dissecting games and 
developing strategies, and her specialties are racing, first-person shooters, RPGs and fighting 
games. Miaka wrote the Ninja Exclusive as well as the strategies for Gran Turismo. 

- Along with the new staff additions, we have plenty of great stuff to show off this issoe. We've 
got the goods and first hands-on exclusive nf GT's Doke Nukem: Time to Kill, as well as info 
and shots on Sony's Ghouls and Ghosts-inspired Medievil, and their ultra-smooth Turbo Prop 
Racing. In addition, we've reviewed II games this issue, including Road Rash 3D, N20, Azure 


Dreams, Granstream Saga and Jersey Devil, and have four dedicated pages of in-depth Gran 
Turismo strategies. Enjoy the issue, well see you in thirty. GREG 

DIMENSION PUBLISHING. INC. presents dfwuake - net 










































































What are you 
waiting for? 

See all that 
Lara has to offer. 

Complete your 
collection today. 




Tomb Raider is 
now available 
on PlayStation's 
Greatest Hits line. 


www.tombraider.com 















































Only EIDOS briNqs you tKe Most 

INNOvatiVE aNd CkaLLENqiNg qaMES 



S V 

It doesn't 
take much... 
just your soul 


Discover why millions’, 
of people worldwide?go 
adventuring vsith Lara Croft 


Enter the mystical 
world of Kurosawa. 


GIDOS 

















'» The #1 arcade blockbuster 

V / Ml tears into the PlayStation® game 

C |l\ console! X-Men vs. Street Fighter 
llm i flAl 1 ' 11 Marvel’s bone-crushing 
'Im ^ a r $ It Twroatants against Capcom’s 
A itlfi legendary fighters in a slugfest : 

SKL^jm of epic proportions. Perform 
ontrageous moves - from Serial Guards to amazing Chain Combos. 

Engage yourself in Capcom’s signature control and lightning pick 


responsiveness. 

X-Men vs. Street fighter. 
(The collision of two 
explosive universes in 
one fantasy fighter. 
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s another wacky one. Makes perfect sense to license 
oiler for a big video game; in Japan, they do it all the 
time (witness the review below of the Tekken 3 joystick from 
| Hori). The only problem yoo ran into when doing a special 
or specific controller is one of moltiporpose. Sore, it works 
great for the game it was intended for. hot will it work with 
any others? Namco was smart enough to bundle their GunCon 
with Time Crisis, realizing that there wasn't going to be a huge 
I after-market demand for a peripheral that only worked with 
two games. ASCII's Biohazard 2 unit runs head on into that 
problem with the force of a runaway freight train. While the 
odd looking unit does work pretty well with Biohazard, the 
button configuration is unforgiving for any other game. If you look closely at the picture of the 
controller, you'll notice that it's missing a few buttons, so Capcom's other big cash cow. Street Fighter. 

is definitely not going to happen. The pistol grip is really nice for RE2. however, as the 
feTrvH buttnns arE P |acEtl in the right positions to give you the feeling of gunning down relentless 
fc 'swarms of the undead. If you're looking for something to give you an edge in RE2. by all 
^ means track this baby down at your local import store (nr call Network Video at 650-57B- 
3G3G). but the controller is really more interesting to collectors than players. 


iffi LL^uLiMmiimvmi^-uuLLL- 


As s new option for all you hardcore Tekken-ites, Hori has brought forth the Real Arcade fighting 
stick for use with Tekken only. Although this stick is only made for the Japanese 
should be able to find one in any fine import store around the country (like Netw 
Burlingame. California G50-579-3G36 — yes, it's another shameless plug for 
import store). Anyway, the Real Arcade stick features a four button layout, 
and a joystick... and that's ITI Now, right off the bat, this obviously leads to some ma 
problems. Since you only have a total of five different buttons, you can barely use the joystick 
for anything else BUT Tekken. 

Enough about the downsides, lemme' tell you about how it plays. After spending countless 
hours with the Hori Real Arcade stick. I found it to be quite a sufficient controller for some 
serious Tekkening. It was light enough to feel comfortable on my lap. but also large and 
sturdy enough to remain in one place. The actual joystick was great as well. Though still the "dicky" kind, it stood up to all the abuse I put forth 
and rarely gave me any problems during a match-up. The only big problem I found with the actual joystick portion was that it was a tad harder to 
do rolling motions (like down to dnwn+forward to forward) in a quick manner. Usually it would stop in the diagonal position, leaving me with a 
flubbed move. The buttons were the convex (higher in the middle) style which made for some very quick button pressing. The actual 
spacing between the joystick and the buttons was perfect and it made the stick feel as if it was made for me only. With all those 
great features, you can definitely see how the Real Arcade fighting stick could become a Tekken player's best friend! 

Overall, the Hori Real Arcade fighting stick is a good product and a great value. It's ease of use is unparalleled and it greatly mimics 
the arcade feel. I recommend you go out and get one ASAP... but. only if you are a hardcore Tekken fan. 
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and the boats are extremely impressive. There are, including your craft, a | 
total of 16 competitors on the water and they are looking to wax your hull. 

We are expecting to see a more complete version of Turbo Prop Racing 
at E3. Turbo Prop has already shipped in Europe, going by the name of "Rapid 
Racer". The US version is lagging a little behind because of the need to translate 
the PAL (European TV broadcast standard) version, and its 50 frames per 
second animation, to NTSC (our standard in the US). The game is currently 
scheduled to hit retail in July, and we will be back at you with a complete 









n, then place it in a 3D environment? The 
r is Core's Ninja, developed exclusively for 

sre's past titles, Ninja is a 3D, third-person 
dive game. What's different this time arowifl 
lain character doesn't have the extra weight 


i player controls a mysterious ninj 
- name of Kurosawa, who r 
the world from a horc 


I o little quality time in the 
ivels to three worlds that 
l just like all old school- 
dudes the good old sub- 
n has its own distinctive , 


r i» ii ii ii mull 


elude giant c 


felon warriors, nasty demons, and huge spiders. 
To fight, the Ninja has a range of moves, from 
ndtmsarpunching and kicking, to jabs, 
uppercuts and backwards flips—which are 
handy when trying to get away while kicking 
your opponents at the same time. At this 
time, with the version that we played, there 
: is no way to block but, hopefully. Core will 
implement a block move before its 
release. The Ninja also has the ability 
to wield a range of weapons, which 
M include katanas, nunchakas, daggers 
JO' and, of course, throwing stars. Being 
attacked by all sides can get a tad bit 
tiring for the Ninja, so there are also has 
several "magic" moves (aka "smart bomb"] 
that can save your life in a pinch. Be thrifty 
though, there is a magic meter that controls 
how much magic is to be used. 

I As far as gameplay is concerned, at first Ninja 
! might seem like a straightforward Final Fight- 
i style beat 'em up, where your job is to just 
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system which rewards you by collecting tre 
There are several chests set up throughout the world Ninja sh 

which contain magic, food, and gems, while others September. We' 
are traps waiting to be set off. In addition to the chests, next few issues. 

enemies drop various coins and killing bosses will _ 

get you big booty. Whatever you do, make sure there 











From The creators of Persoii 


After numerous wars peace was brought to the land by the power of Kartia 
Yet, in this peaceful land, eviltjc sires li ved within the hearts of the people... 
This is the story of a boy and a girl who courageously lived through this chi 
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i that, well, didn't do 
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holding down the R1 button, players are able to activate this 
fact, Duke can even run and shoot (using a floating red last 
a targeting mechanism) while in this mode. This feature als 
a little from Goldeneye when Duke uses weapons like thi 
Gun and Buffalo Rifle, in an accurate "sniper mode". 

“THAT’S GOTTA HURT” 


>und a story that involves t 
wax Duke's tail in the pr 
try and change the past 
i the here and now. The gc 


uke from perforating their I 
New LA, in the present 


I activate the time portal. 


Roman and Medieval times. Of cours 
‘iod dress; so, Duke and all of his alien b 
ranges in the game, but Duke always weo 


‘SUCK IT DOWN!’ 








wive shooting a set number of enemi 
raping the level before time runs out. 
s also a number of boss levels, themed I 
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t displayed at the show. Therefore, results v 
nes that were consistently picked fey all sew 


I. Metal Gear Solid -Konami 
Legacy of Kain: Soul Reaver — Crystal Dynamics 
3. Spyro the Dragon -Sony/Insomniac/Universal 
4. Medievil — Sony 
B. Silent Hill -Konami 

Crash Bandicoot 3: Warped WMy/Naughty Dog/Universal 

7. Tomb Raider 3 ® Eidos 
1. Syphon Filter -ppStudios 
9. Tomorrow Never Dies MGM Interactive 
10. Duke Nukem: Time to Kill —GTlnteractive 
tl. Colony Wars: Vengeance - Psygnosh 
Alien Ressurection — Fox Interactive 
0. Asteroids — Activision 
14. Small Soldiers -ElectronicArts 
. 1 5. Brave Fencer Mushiden — Square Soft 
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Capcom had a fEW surprises at the show this year, the biggest being the pos¬ 
sibility of their much-anticipated Generations series receiving the "thumbs 
down" from Sony for an American release. Well keep you posted no whether 
that’s fact nr fiction as soon as we can get an official confirmation. New titles 
on display, that we didn't shown last issue were Freestyle Boardin '93: Winter 
'98 — A Cool Boarders-style snowboarding game that looked a tad rough 
around the edges. This is one of many snowboarding games to be released 
this year from a multitude of publishers. Darkstalkers III: Fall '98 — A great- 
looking translation of the popular arcade fighter that should finally satisfy 
fighting purists. Gapcnm is making good and sure that there will be no miss¬ 
ing frames of animation. Last, but certainly not least. Capcom will be re- 
releasing Resident Evil 2 with new Dual Shock Analog Controller support as 
well as Resident Evil Directors Cut Special Version: Fall '98 — Yet another 
version nf the original RE, except this one has bran 
music, an all new. even more difficult enhanced version and, of course. 
Dual Shock Analog Controller support. 




ides shipping Tactics Dgre and their 
i NG4 title, they've also moved into a 
building and have four quality 
PlayStation titles due to release over the 
next several months. The first title scFied- 
Ipled to ship is Kartia: Summer ‘98 — A strategy-style RPG that promises some new gameplay elements 
iuever seen before, such as the ability to trade items via your memory card and a fight to the death in 
js. mode. The game promises over 3D hours of gameplay and features character design by Yoshitaka 
Ijlmano of Final Fantasy fame. Bnmberman World: Fall '98 — The first Bnmberman title to he devel¬ 
oped for the PlayStation, featuring seven new characters and comes complete with Dual Shock com¬ 
patibility. Bomberman World could be Dne of the sleeper hits of the year. Trap Gunner: Fall ‘98 — A title 
Atlus has high hopes for this year. The game is sort of an evolution of the Spy vs. Spy series on the 
NES. Developed by the same folks who worked Dn Atlus' NG4 title, Snowboard Kids, Trap Gunner com- 
bines fighting, strategy end shooting elements all wrapped up in over thirty levels, with 3D polygonal 
characters and battlefields. Brigandine: Fourth Quarter '98 — An RPG strategy game that combines 
the gameplay features of Dgre Battle and Dragon Force. The game features 3D battle scenes with 
proportional sized characters that each have their own ending. Fun for the whole family!! 


Cft>M!DWAY: 


ppened right before E3: 
Jackie Chan's Shipmaster: First Quarter '99 — Midway has Jackie doin' what Jackie 
does best — fists flyin and occasional one liners — "Are you trying to kill ME?". JC's 
Stuntmaster was another one nf E3's few secrets, and was a pleasant surprise. This game 
early, and isn't scheduled to ship until early '99, hut it looks as though Jackie 
worth the wait! RC Stunt Copter: September — Now here was another surprise 
are getting good at keeping guiet! This game, devel- 
ter through the skies, 

















































Here's a quick Crystal update: I 
Reaver: November — Here are some new screen 

of the show. Unfortunately, what the shots don’t show 
you is the reason we think the [ante is so amazing, 
and that is the game's ability to 'morph' from the 
Material Plane to the Spectral Plane (that is. the two 
different worlds in the game where all the action takes 
This is achieved smoothly and seamlessly, and 




MEM Interactive scaled I 
viously announced PS line-up for this 
year, although what they did have on 
display was looking top-notch. For 
starters, Return Fire II has been com¬ 
pletely scrapped and will nut he mak- 
en the PlayStation. 


Next. Tomorrow Never Dies has been MGM INTERACTIVE 


gidos 
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“E*SS mErtwhereheranart " hlsSECrE,aiency 
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American release. It's all here; the 1370^ Disco, and that oddI. 




18- The sequel tn last year's off-read racer (the 
control on the PlayStation). This is going to be a Dui 


rsssa ass 

good, but was very early. The con 


EStcrissSHS 

of Tobu: November '98 - This one was pretty early, but did show some 
interesting flight dynamics. As Tobo. you most navigate through a number of 
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It’s Showtime 



sweat the details 
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FROM 


In a joint announcement, Sony Computer 
Entertainment of America and Konami of 
America announced their new strategic mar¬ 
keting partnership for Konami's much antici¬ 
pated "Metal Gear Solid". Although few 

ment, it is a sure bet that the deal involves 
SCEA supporting the title through TV advertis- 


The day before the show started, SCEA 
announced that, effective June 16,1998, 
every PlayStation shipped in North America 
will include Son/s new Dual Shock (TM) 
Analog Controller. The package, carrying a 
suggested retail price of $149.00, represents 
the first time that Sony has introduced a new 
peripheral into the hardware package. In 
addition, all new PlayStations will also come 
equipped with new technology dubbed 
"Sound Scope". Sound Scope is a little gim¬ 
mick that owners of Atari's Jaguar (all five of 
you) will be familiar with — a visual imaging 
program that allows the user to generate on¬ 
screen kaleidoscope patterns while playing 
audio-only CD's... In a Gadda Da Vida... 
baby! 


What can you do with it? Well, one example 
that Sony gives is the ability to develop real¬ 
time RPG communities by creating a character 
on the PlayStation, downloading the character 
onto your PDA for further development, then 
putting the advanced character back into the 
game!? Yeah, we don't quite get it either, but 
we'll give you more concrete details as they 
become available. 

989 STUDIOS IS BORN 
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ARE SHOOTING AT YOU. 






















































































































EXRATED • Page 55 


you, perhaps whopping you 
uh, then get side-swiped hy ; 
n intersection. Then to add i 


problems I’ve pom 
this game to be soli 
and that’s good em 
























































' gameplay and strategies, 
d up the majority of my c 


reached the to 
it duty to show 
d your family, 


famillarCs 


>u can replenish i 
the main things 
Dreams is the n 
he exploration 
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were utilitarian and gameplay was every¬ 
thing. Developed by Slippery Snake Studio, 
Rosoo McQueen casts the player In the role 
of an ace firefighter (Mr. McQueen) — with 
the goal of saving the hundreds of innocent 
civilians trapped inside Tower XS, head¬ 
quarters of the evil Sylvester T. Square and 
his robotic minions. Let’s get busy, before 
these bad dudes unleash a PlayStation back- 
draft! 

The gameplay in Rosco is tantaJizingly sim- 


, and use your hose to put i 
! Of course, the fires get fas 


nlimited continues, allowing you t 
i beginning of the level where yo 
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■ gameplay. 


bringing our hero to life and the mechanical 
voice of his sidekick, Digit, lending a helping- 
circuit board by telling Rosco when the area 
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TEn3H LOSSU 


mriromnents, 


h all Trip turn out. We 
. The veiy good-looking 1 
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plans were scrapped and Midway opted special controller and button co 
for a direct home version instead, tions, you can make your ehara 
Converted by Sapphire, it boasts total 3- some pretty potent attacks and: 
dimensional combat with all the blood and vers. In addition to special move 
guts of an MK game. The initial concept character has a few button link 
is quite good but, after spending quite a T ’ nr " r “° **>■** ***#*«> 

bit of time playing, the game left me with 
a bitter taste in my mouth (maybe it’s 
that week-old piece of Juicy Fruit —just 
a thought -ed.). 

Bio FREAKS’ controls are very straight- - 

forward. Left Punch, Right Punch, Left U P Bio FREAKS. 


pressing a predetermi: 
punch/kick buttons at the 
— typical fighting game f 
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Options 


originality. 
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and, for those tight: 
al questions and pi 
enemies, the came 
manually controlli 
L2 and R2 buttons 
execution to the sy! 
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TGGY 

en by Miaka 

;ony Computer entertainment Inc. 
,olys entertainment 


r. 

GRA, 


GRANTURISMO 



INTRO STRATEGY: 

Gran Turismo, arguably the best racing game on any platform, is 
definitely the deepest racing game on the Platstation with hours upon 
hours of entertaining and, most certainly, challenging gameplay. 

With 150-plus tunable cars (150 cars not including the hidden bonus 
cars like the TRD3000GT) and eight different tracks (11 if you count 
tracks that are changed by switching sections of the track, 21 
including reverse tracks) the possible driving combinations are 
endless. 


US specs, they just converted the cars' power rating 
(1 ps = .9859hp). So a car like the Supra RZ which 
US and 280ps in Japan, is 276hp in the US versior 
Although, when you actually buy the car ir 
your garage, you will notice that the hp is 
This is because the law in Japan limits the power of cars to 28 
manufacturers must rate their cars modestly. In the Supra RZ's case, a 
less restrictive exhaust setup and a few other changes bring it up to 
320hp in the US, which this game doesn't take into account. 

Hopefully in Gran Turismo 2, 
Poly En. 


Jy 


•4 start off with 

Engine / Front 
Wheel Drive) or 
4WD (All Wheel Drive) cars. We think 
istead it's best to go for the gusto, and head 
straight for a RWD (Rear Wheel Drive) car. This is 
where the fun is at! They are harder to drive, but much 
more rewarding because you can get right into practicing your 
drifting technique (Four Wheel Slide), which is a lot less fen with 
4WD or FWD. Although, sooner or later if you plan on completing 
the game, you will have to learn all of them. 

ARCADE MODE 

Arcade Mode shouldn't provide too much 
challenge, as long as you research the 
cars that are available to you. The Dodge 
Viper GTS is pretty much king for Class A. 

_The Chevrolet Corvette is a good 

powerhouse for Class A before you open up Dodge as a 
manufacturer. The Mitsubishi Eclipse is probably the best Class B car 
followed by the Toyota Soarer. The Honda Civic SI and Mitsubishi 
Mirage are good Class C cars. Keep in mind that some of the cars 
you race are older models that you can't drive in Arcade Mode. 
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Castro / 





S. Toyota MR2 GT-S - Time limit: 0:27 — Complex 
Part 3 — Prepare to go through a complex set of o 
ly accelerating. Again, beware when braking while 
for the first, tight right-turn, and be sure to keep the 


License AI-5. TVR Griffith 4.0 - Time limit: 1:24 — Autumn Ring 1 
Trial — Run the Autumn Ring track from start to 

License AI-6. Dodge Viper GTS - Time 

limit: 1:33 — Trial Mountain Time Trial — Run If 

the Trial Mountain track from start to finish in ■ 


7 Subaru Impreza '96SD Still - Time limit: 0:33 — 
ihnique — This test is basically non-stop drifting around a 
circle for five laps. You need to turn quickly, without 

3. Toyota Supra RZ j Time limit: 1:05 — License 
>n — This is basically the first two high speed turns from 
the Grand Valley track and one of the most 
■■p difficult tests you'll encounter: Start, turn right 
through the first corner, go through the high- 
speed straightaway, another right, a hairpin, 
then finish... Whew! 

Gold Trophies and Lou win the Toyota TRD3000GT (This 
Supra with a TRD body-kit — not to be confused with the 
3000GT in the States). 


License AI-7. TVR Griffith 4.0 - Time limit: 2:14 — SS Route 11 1 
Trial 

— Once more, start from a standstill and run the track in the 
prerequisite time. This track is pretty long and complex, so it will 
more than a few failures just to get to know its twists and turns. 

License AI-8. Dodge Viper GTS - Time limit: 1:59 — International 
License Examination — Basically, this is the Grand Valley track rur 
backwards. It's another time trial test, re-learn the track backwan ‘ 
and apply all of your new-found techniques. 












shelves for the better of 


gamer, there are some import games that 
even I usually won’t go near. These are typ¬ 
ically of the EPG variety and, in most oases, 
are so heavily riddled with Japanese text 
that it’s almost impossible to squeeze any 
eiyoyment out of them at all. Luckily, Tail 
Concerto is an action/HPG with the empha¬ 
sis on action and does not fall anywhere 


While I’m not able to interpret the storyline 
for you, (I went the Spanish route in high 
school and college — who knew?) I was able 
to figure out that it revolves around this 
cartoony, rookie cat-cop who rides around 
in an air baloon for a police vehicle. It seems 
that his services are required throughout 
a world of floating continents which, most 
of the time, require him to hop into this 
crazy mecha-robot-thingy with extra-long, 
multi-jointed arms and chase down, then 
scoop up mischevious, bomb-throwing kit¬ 
tens. Whacky as this sounds, the concept’s 
really cool and works quite well within 


of 3D polygons I’ve ever seen 
More than a few of the 
Dimension Publishing employ- 


























ees walked by the monitor as the game was play¬ 
ing and asked if it was an N64 game. The whole 
game is played out in free-roaming, go-anywhere 
3D environments, a la Mario 64, although, if I 
was going to compare the game to another, it 
would be Zelda. 

When strapped into your robot, your character 
has the ability to run, jump, momentarily hover 
by flapping its arms, aim and shoot bubbles, 
scoop up and throw bombs, climb and shimmy 
up certain pipes and poles, grapple, and, in one 
particular level, temporarily fly with addition of 
I a jet-pack strapped to its back. There’s even a 


| The basic gist of TC has you going around clear¬ 
ing each level of the mischevous kittens, talking 
to everyone in sight, then heading to your map 
screen and choosing your next destination. There 
are plenty of action/platform experiences to 
be had, similar to that of Crash Bandicoot, where 
you’ll be navigating hazardous trap-filled eat- 
5 walks, jumping red hot pipes, dealing with con¬ 
veyor belts and making leaps of faith. And of 
course, every so often, you’ll have to fight the 
prerequisite bomb-spewing, missile-toting Mecha- 
Cat boss. 

Throw in some high-quality 
anime cut-scenes and you’ve 

got one helluva import 

I game. While there’s no 
official word if Ban Dai "7 . \ 

will be releasing this 
game in the States, I 
■ wouldn’t be too sur- 
prised if you see Tail 

Concerto show up here M . '.-I Cl 


Christmas. 
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The PSixtreme Historical Ranking Chart 


EXCAVATE is the section where we dig up the last six months of our old ratings and present them on one easy-to-read page, along 
with a little explanation/breakdown of our rating system. Use this as your buying guide throughout the year and as a reference for 
those older games that you might have missed (or wish you had). 


givSffiSSS SggH S84SSMB, wcwNitro 

February 1998 

87% 

Resident Evil 2 

March 1998 

99% Triple Play 99 

April 1998 

86% 

Gex: Enter the Gecko 

March 1998 

99% Auto Destruct 

February 1998 

86% 

One 

February 1998 

98% AGH: Midway Collection 2 

January 1998 

86% 

Gran Turismo 

June 1998 

98% Nagano Winter Olympics’98 

February 1998 

86% 

55 

May 1998 

Skull Monkeys 

March 1998 

85% 

Blasto 

May 1998 

96% Monopoly 

February 1998 

85% 

Reboot 

April 1998 

96% Klonoa 

March 1998 

84% 

NCAA Gamebreaker 98 

January 1998 

96% Intelligent Qube 

January 1998 

83% 

Critical Depth 

January 1998 

96% NBA in the Zone’98 

February 1998 

83% 

MLB 99 

June 1998 

96% Monster Rancher 

January 1998 

82% 

FIFA 98 

February 1998 

94% Frogger 

January 1998 

82% 

NBA Shootout 98 

April 1998 

94% Masters of TerasKasi 

January 1998 

82% 

Einhander 

May 1998 

94% Newman/Haas Racing 

March 1998 

81% 

Need for Speed III: Hot Pursuit 

May 1998 

93% VR Powerboat Racing 

April 1998 

81% 

Bloody Roar 

March 1998 

93% Duke Nukem: Total Meltdown 

February 1998 

80% 

Tomba, 

May 1998 

93% ^ 



VR Baseball 99 

June 1998 

92% 



Cardinal Syn 

June 1998 

92% Dark Omen 

June 1998 

78% r 

Forsaken 

June 1998 

91% Speed Racer 

May 1998 

78% 

Broken Sword 

February 1998 

90% Pitfall 3D 

June 1998 

76% 

Alundra 

February 1998 

90% Riven: The sequel to Myst 

March 1998 

75% 

■=■ -- 

February 1998 

90% Ray Tracers 

March 1998 

75% | 



^ Mega Man Legends 

June 1998 

72% , 

Breath of Fire 3 

May 1998 




NBA Fastbreak 

January 1998 

88% BeastWars 

March 1998 

69% 

X-Men vs. Street Fighter EX Edition 

May 1998 

88% X-MEN: Children of the Atom 

April 

69% 

Dead or Alive 

April 1998 

87% Judge Dredd 

May 1998 

68% 

Saga Frontier 

April 1998 

87% Spawn 

January 1998 

68% 
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98-100% ■ 

|| 90-97% ^ 

80-89% gm 70-71 

U Sr: 

J% HRII 0-69 
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diet a fRff copy of Crash Bandicoot 2: Cortex Strikes Back, file 
Official Strategy diuide when you for 

to*/ f hat's a 63% savings/ dwtta have that/ 

To order by mail, send a check or money order made payable to: 

Dimension Publishing • P.O. Box 6570, Folsom, CA 95763-6570 
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Join the ranks of the world’s fighting elite 

in Capcom’s Fighters Edge 5 ! Collect Fighters Edge 
proof-of-purchase points every time you buy a Fighters Edge game 
to earn amazing stuff like a Fighters Edge T-shirt, skateboard, sunglasses or other 
cool gear (see complete rules and replations for complete list of awards, point 
values and redemption information). Plus, you’ll be signed up to receive special 
offers and a chance to win killer prizes - like your own arcade machine! 


3”x5”card with your name, 
address, phone number and 
date of birth to: 


For more information 
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Our goal is to preserve classic video game magazines so that 
they are not lost permanently. 


People interested in helping out in any capacity. 
Please visit us www.retromags.com 


Thank you! 


>fif is made 


from these scans, nor do we offer anything 
from the publishers themselves. 


'oss anyone selling releases from 
not support them and do let us know. 





